icture Perte 
Ages 4 and Up 
Draw, Color and Write 


with ease. Create story 
and coloring books. 


“CHALLENGE UPGRADE” 


- Fun « Educational 
¢ Easy to Understand 


MORE FUN, 
MORE LEARNING 


With “Challenge Upgrade”™, it’s 
easy to stay challenged...for more 
fun, more learning. 


easier. 
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BEST VALUE 


With “Challenge Upgrade”, it’s 
like having many different 
programs...for the price of one. 
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“CHALLENGE UPGRADE” — 


As a pla yer gets betier, you easily upgrade the 
_program’s challenge to improve learning and fine 
motor skills. For new players, make the program 


For Best Value, More Fun, More Learning... 
_., Get MINDPLAY ™. The only Educational Software 
with “CHALLENGE UPGRADE” 
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COLLECT ALL MINDPLAY' PROGRAMS 


* MATH MAGIC for counting, 
addition and subtraction. 


- RACE THE CLOCK for memory, 
concentration and logical thinking. 
Open-ended. 


¢ PICTURE PERFECT for drawing, 
writing, story and coloring books. 


©1984 Methods & Solutions, Inc., Stoneham, MA 


* CAT ’N MOUSE for association 
and relationships. Open-ended. 


* DYNO-QUEST for strategic think- 
ing, decision-making and learning 
about dinosaurs of the past. 


- BAKE & TASTE for reading, 


— following directions and visually 


introducing fractions. 


ihe eg? 


Made in U.S.A. 
All rights reserved 


METHODS & SOLUTIONS, INC. ue 
STONEHAM, MA 02180 10 
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INTRODUCTION TO 
PICTURE PERFECT™ 


GETTING STARTED 


PLAYING 
PICTURE PERFECT™ 


HELPFUL HINTS 
MESSAGE TO PARENTS 


i—z 
ae INTRODUCTION 


Picture Perfect™ is a MindPlay™ 
product which allows children as 
young as four years old to success- 
fully create pictures. Older children 
can create their own coloring books 
and storybooks with pictures and 
words. 


Using a joystick or AppleMouse, 
children may choose drawing, 
writing and storage features. The 
process is simple, easy to use. One 
of Picture Perfect™’s features is a 72 
picture library which makes this 
product different from all the other 
drawing products. Children can 
draw houses, kangaroos, ducks, 
dolls and hearts. The picture library 
allows children of all ages to success- 
fully transfer the images in their 
minds to the electronic drawing pad. 


Children, proud of their success, 
may type their name on their pic- 
tures. They may decorate their 
pictures with words and sentences 
to create stories. Picture Perfect™ 
stimulates the creative energies in 


children allowing art and creative 
writing to flow! 


Picture Perfect™ is a MindPlay™ 
product that really does do what it 
promises — offers children an 


Alternative to Television™ 


Because of its versatility, it will give 
your children years of fun and 
learning. 


Parents can help their children 
get the most out of Picture Perfect™ 
by following the guidelines outlined 


in MESSAGE TO PARENTS. 


1. 


Zs 


“GETTING STARTED | 


To use Picture Perfect™ in your 
computer: 


Connect the Joystick or 
AppleMouse to your computer. 
Insert the Picture Perfect™ disk 
into the disk drive (label facing 
up) and close the door. 


. If you have a supported printer 


attached to your computer, turn 

it on. 

IBM - EPSON FX-80 compatible 

APPLE® - EPSON FX-80 or 
IMAGEWRITER 
compatible including 
SCRIBE 


. Turnon the computer and TV or 


monitor. The red light on the 
disk drive will come on. Ina few 
seconds, you will see the Picture 
Perfect™ main menu. At this 
point, you will be ready to play 
the game. 


NOTICE: NEVER INSERT OR 
EXTRACT THE DISK FROM THE 
DISK DRIVE WHEN THE RED 
LIGHT ON THE DISK DRIVE IS 


ON. a 


Pigs Pere 


A joystick or AppleMouse 
controls the following functions: 

PICK from the menu and 

STICK on the drawing screen. 


FLIP to the drawing screen and 
FLOP back to the menu. 


The PICK and STICK functions. 
are both controlled by the same 
button on the joystick or 
AppleMouse. Locate the PICK/ 
STICK button on oa control 
device. 


FLIP/FLOP 


button ee 


PICK/STICK 
button ° 


Apple joystick 


PICK/STICK ee 
button eat & 
FLIP/FLOP— Any Key on | | 


button the keyboard | 


AppleMouse 3 


FLIP/FLOP 


button 
PICK/STICK co 
button at 


IBM joystick 
The FLIP and FLOP functions are 
both controlled by the same button 


on the joystick. However, these 
functions are controlled by pressing 


any key on the keyboard when 
using the AppleMouse. 


Picture Perfect™ uses the joystick 
or AppleMouse as the artist’s brush. 
The Picture Perfect™ Main Menu 
displays all the features available for 
creating your picture or story. The 
joystick or AppleMouse controls the 
cursor or cross-hair that appears on 
the screen. Moving the cursor over 
your menu choice and pressing the 
PICK/STICK button selects the 
feature you want to use. This will 
cause that feature box to change © 

from white to black, confirming 


your choice. Press the FLIP/FLOP 
button to “flip” to the drawing 
screen. After using the feature you 
have chosen, press the FLIP/FLOP 
button to “flop” back to the menu. 


You can choose from the following 
features: 


Draw Line Point Box 
Erase Lines Picture Fill 
Text Clear Storage Help 
Brushes Color 


Draw 

This feature draws a continuous 
freehand line. “Pick” this feature 
and “flip” to the drawing screen. 
Hold down the PICK/STICK button 
as you draw. 


Line 

This feature draws a straight line 
from one point to another point. 
“Pick” this feature and “flip” to the 
drawing screen. Press the PICK/ 
STICK button to “stick” the first 
point of a line. Move the joystick, 
stretching the line, to a second 


point. Press the PICK/STICK button 
again to “stick” the line on the screen. 


Points 


This feature draws a dot or point. 
“Pick” this feature and “flip” to the 
drawing screen. Press the PICK/ 
STICK button to “stick” the point 
on the screen. 


Box 


This feature draws a box of any 
size or shape. “Pick” this feature 
and “flip” to the drawing screen. 
Press the PICK/STICK button to 
“stick” a corner of the box on the 
screen. Then move the joystick to 
change the shape of the box. When 
the box is the size and shape you 
want, press the PICK/STICK button 
to “stick” the box to the screen. 


Lines 


This feature draws straight lines 
which are connected. “Pick” this 
feature and “flip” to the drawing 
screen. Press the PICK/STICK 
button to “stick” the first point of 


the line. Then move the joystick, 
stretching the line, to a second 
point. Press the PICK/STICK button 
again to “stick” the line. Continue 
stretching and “sticking” lines. 
Press the FLIP/FLOP button to end 
these lines. You may “flop” back to 
the main menu or, “stick” a new 
point on the screen and begin 
drawing more lines. 


Pictures 


When you “pick” this feature a 
PICTURE MENU appears. To see 
the entire library of 72 pictures, 
move the cursor over the GET 
MORE PICTURES box and press the 
PICK/STICK button. A new screen 
full of pictures appears. Continue 
this procedure until you see the 
entire library. To “pick” a picture, 
place the cursor over the picture you 
want to be drawn and press the 
PICK/STICK button. Press the 
FLIP/FLOP button to go to the 
drawing screen. 


Press the PICK/STICK button to 
place the picture on the screen. 


Then move the joystick left or right 
to enlarge or shrink the picture. 
When the picture is the size you 
want, press the PICK/STICK button. 
It’s now on your electronic drawing 
screen. 


Press the FLIP/FLOP button to 

— return to the PICTURE MENU. 
Continue “picking” and “sticking” 
pictures or, place the cursor over the 
RETURN TO MENU box, press the 
PICK/STICK button and the main 
menu will appear. 


Text 


This feature allows you to type 
letters on the drawing screen. 
“Pick” this feature and “flip” to the 
drawing screen. Place the cursor 
where you want the first letter to 
appear on the screen. Press the 
PICK/STICK button. Begin typing 
using the keyboard. Notice: If you 


type across any part of your picture, © 


that part of your picture will be 

erased. Pressing the ESC key will 

allow you to reposition the cursor 
without damaging your picture. 


Typing errors can be corrected 
using the left arrow key. Press the 
ESC key when you have completed 


typing. 


Erase 


This feature erases by using a 
small rectangle that removes what- 
ever is under it. “Pick” this feature 
and “flip” to the drawing screen. 
Place the rectangle over the area to 
be removed and press the PICK/ 
STICK button to erase. 


Clear 


This feature allows you to clear 
the drawing screen. It will erase 
everything on the screen. When 
you “pick” the Clear feature, the 
CLEAR SCREEN menu will appear 
— YES to clear the screen, NO to 
keep the screen like it is. Place the 
cursor over your choice and press 
the PICK/STICK button. 


Brushes 


This feature draws with brushes 
(star, etc.) as they appear on the 


——— 


main menu. “Pick” your brush and 
“flip” to the drawing screen. Press 
the PICK/STICK button to “stick” 
the brush strokes on the screen. 


Color 


This feature allows you to choose 
color for your drawings. Your color 
choices are displayed in the boxes 
at the bottom right corner of the 
main menu. Position your cursor 
over the box containing the color of 
your choice and press the PICK/ 
STICK button. A rectangle marks 
your choice on the menu. This color 
will now be used with any of the 
other main menu features you 
select. 


Apple®]I computer owners: 
The Brushes, Box, Text and 
Picture features are always 
in white. 


IBM computer owners: There are 
6 drawing color choices. The first 
set of 3 drawing colors can be 
seen in the boxes at the lower 
right corner of the main menu 


screen. In the color box with 
numbers in it, you will see that 
the top number is set to “1” and 
that the bottom number is set to 
“Q”. In order to view the other set 
of three drawing colors, press the 
PICK/STICK button until the top 
number turns to “0”. Notice: The 
background colors change as you 
do this. The bottom number 
changes to identify the back- 
ground colors. 


Fill 
This feature fills in an enclosed 
area on the drawing screen with the 
color you have chosen. “Pick” this 
option and “pick” a color. “Flip” to 
the drawing screen. Place the cursor 
within an enclosed area (example: a 
box). Press the PICK/STICK button. 
The area will be filled in with the color 
you have chosen. Be sure that there 
are no breaks in the lines surround- 
ing the area to be filled with color. 
If there is a breakin a line, the color 
will leak out into other areas. 


On the IBM PC and PCjr, pressing 
the ESC key cancels the “fill” 
process. — 


On the Apple I[® computer, 
pressing the SPACE BAR will stop 
the “fill” process where it is at the 
time you press the SPACE BAR. _ 


Help 

This feature is a reference guide 
which explains the use of the joystick 
or AppleMouse. It also explains how 
to use the Picture and Text features. 
If you want to select this feature, 


place the cursor over the Help box 
and press the PICK/STICK button. 


Storage 
When you “pick” this feature, the 
TOOLS MENU appears on the 
screen. Type the appropriate 
number to select your option. 
_ Print Picture 
Load Picture 
Save Picture 
Catalog Disk 
Start a Picture Disk (Apple®Il 
only) 


6 Return to Main Menu 


Print Picture 


Be sure that the picture you want 
to print is on the drawing screen 
and a compatible printer is con- 
nected to your computer. Be sure 
the printer is on. Type the number 
of this option. Leave the Picture 
Perfect™ disk in the disk drive and 
follow the directions on the screen. 


Load Picture 


This option allows you to bring to 
the screen any picture you have 
previously stored on a disk. Type 
the number of this option. You will 
be prompted to type in the name of 
your picture. If you have forgotten 
the name of your picture, see the 
Catalog Disk option. 


Save Picture 


This option allows any picture on 
the drawing screen to be stored on 
the disk. You will be required to 
assign a name to each picture you 
wish to be stored. Type the number 


of this option and follow the direc- 
tions on the screen. 


IBM computer owners: You 

can store your picture on the 
Picture Perfect™ disk by typing 
the number of the Save Picture 
option. When your disk is full, 
you can store pictures on a data 
disk formatted by the standard 
DOS utilities that come with your 
IBM system. 


Apple® computer owners: You 
can store your picture on the 
flip-side of the Picture Perfect™ 
disk. If you have already format- 
ted the flip-side of the Picture 
Perfect™ disk, you can type the 
number of the Save Picture 
option to save your pictures. If 
you have not formatted this 
flip-side, refer to the Start A 
Picture Disk option. 


Catalog Disk : 
By typing the number of this 
option, you will see the names of all 


the pictures you have saved on your 
disk. 


Start a Picture disk (for Apple® II . 
computer owners only) 

Type the number of this option to 
format a new data disk that can be 
used to store your pictures. 


Return to Main Menu - 


Typing the number of this option 
returns you to the main menu. 
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HELPFUL HINTS 


IBM computer owners must 
follow the instructions on the screen 
to properly adjust the joystick. 

Precise placement of a brush, etc., 
can be accomplished by keeping the 
cursor in position and pressing the 
arrow keys to adjust to an exact 
position. Press the SPACE BAR to 
return to joystick or AppleMouse 
control. 


Be sure you have a formatted data 
disk ready to store your pictures. 
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LS MESSAGE 


TO PARENTS 


Personal computers are machines 
that can be fantastic supplements to 
a child’s education, but they will 
never replace parents or teachers. 
MindPlay™ educational software 
will supplement and reinforce your 
children’s education. In order for 
children and the family to receive 
the maximum educational benefit 
from Picture Perfect™, it is 
suggested that a parent or an older 
child work along with the younger 
child. 


Picture Perfect™ is a multi-faceted 
educational program that is fun for 
children. It compliments and rein- 
forces drawing and writing skills 
your child is learning in school. 
Most children are not able to transfer 
the picture they envision in their 
minds onto paper or an electronic 
drawing pad. With Picture Perfect™, 
even a four year old child can draw 
an elephant. By the age of five or 
six, children may want to per- 


_ sonalize their picture with a title or 


name. By the age of seven, they will 


begin to compose paragraphs which 
tell a story about their picture. With 
the use of an optional printer, 
children can make coloring books or 
storybooks. Using pictures and 
words, they can express their 
creativity. 


Picture Perfect™ contains many 
features designed to allow children 
to be successful, to be creative and 
to develop many skills. The 72 
picture library encourages children 
to develop their artistic and concep- 
tual thinking skills. The Text feature 
encourages children to develop 
their spelling and creative writing 
skills. The Erase feature introduces 
children to a simple form of word 
processing and allows them to make 
corrections to their picture or story. 


The following is a suggested plan 
which will assist you and your child 
in working together to enjoy the 
MindPlay™ product — Picture 
Perfect™. 


1. Connect the joystick or 
AppleMouse to your computer. 


Teach yourself and your child the 
location and purpose of the 
PICK/STICK button and the 
FLIP/FLOP button (see detailed 
instructions in the PLAYING 
PICTURE PERFECT section of 
this booklet). 


. Get acquainted with Picture 


Perfect™ by practicing with each 
of the features in the main menu. 


. We recommend that you begin 


practicing by using the Picture 
feature. Let the child pick a 
picture, go to the drawing 
screen, stretch and stick the 
picture on the screen. Have them 
continue doing this until they can 
successfully navigate from the 
main menu to the picture menu 
to the drawing screen and back 
again. Select the Clear feature to 
get a fresh drawing screen if you 
need more clean space. 


. Have the child select one of the 


brushes next, and flip to the 
drawing screen. “Stick” the 
brush strokes on the screen and 
return to the main menu. 


5. Now have the child frame their and viewing the story page by 
picture using the Box feature. To page. 


do this, put a corner of the box . Have the child practice with the 
remainder of the features on the 
main menu until they can use all 
the drawing features. | 


in the top left corner of the 
screen. “Stick”, then stretch the 
box by moving the joystick or 
AppleMouse to the bottom left 
corner of the drawing screen. 
Now the drawing screen is 
“framed”. 


. Now walk away and let your 
young artist or writer create. 
Encourage their creativity by 
complimenting their pictures 
and stories. Expand their 
horizons by suggesting new 
picture and story ideas. 


. You may add words to a picture 
by “picking” the Text feature. 
Use the left arrow key to erase 
typing mistakes. Younger 
children may prefer to use the 
Erase feature to correct their 
mistakes. Remind the child to 
press the ESC key when they are 
finished with their typing. 


Spend time with this feature. 
Encourage children to add words 


to their pictures. Create books if 
a printer is available. Explain to | | METHODS & SOLUTIONS 


the child that they can create STONEHAM, MA 02180 
their own coloring books or Aemreiety Orbe 


storybook by printing each page PRINTED IN U.S.A 
of their book or saving it to disk ALL RIGHTS RESERVED 


PORTIONS COPYRIGHTED BY MICROSOFT, 1981 
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CONGRATULATIONS! You have just invested in a truly exceptional educational software program. ONLY MINDPLAY® offers 
parents and educators CHALLENGE UPGRADE ™. This unique feature ensures that each MindPlay® program can be tailored to fit 
the individual motor skills and learning level of each child. Experiment with CHALLENGE UPGRADE ™ ... See why MindPlay® lasts 
for years, not weeks! 


lf you purchased 2 MindPlay® programs, take advantage of our BUY 2/GET 1 FREE offer. Just fill out the coupon below and mail it to 
us with a copy of your sales receipt showing the purchase of 2 MindPlay® programs, and the 2 yellow BUY 2/GET 1 FREE stickers from 
the front of the boxes. 


| MindPlay, 100 Conifer Hill Drive, BLDG. 3, Suite301, Danvers, MA 01923 


YES! Please rush me the MindPlay® program | have indicated below FREE OF CHARGE. I have enclosed my sales receipt for 2 
MindPlay® programs and the 2 yellow stickers from the front of the MindPlay® boxes. 


APPLE APPLE IBM 
ACE PROGRAMMER: BASIC CC] (CI  pyno.quesrisges8to 15): 
programming skills. A simulated adventure to learn about dinosaurs 
= Level |: Ages 7 to 12 ‘me a : 
Level Il: Ages 13 to Adult CAT 'N MOUSE (Ages 5 to 12): 
Word and picture associations/relationships. 
CJ rEexr TIGER(Ages 710 11): mo 
Word Processing skills and program CAMPAIGN MATH (Ages 9to Adult): 
7 Simulate an election; reinforce ratios, fractions and percentages. 
JUMBLEZZZ (Ages 8 to Adult): | 
Play, Create and Print Word Jumbles Name: 
C]  worpzzzEARCH (Ages 8to Adult) Address: 


Play, Create and Print Wordsearch Puzzles 


Tel. No.: ( ) 
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2 
Mine? WARRANTY 


All MindPlay products are sold "AS IS" without warranty either expressed or 
implied as to the usage or performance. The user, not the manufacturer, 
distributor or retailer, assumes all cost of any necessary service or repair. 
PUBLISHER warrants that any MindPlay disk be free from defects in materials and 
workmanship for the life of the disk. PUBLISHER will replace any defective or 
damaged MindPlay disk for a handling cost of $5.00 when accompanied by the 
original purchaser's disk and proof of purchase or enclosed WARRANTY 
REGISTRATION card. 


All MindPlay products are protected. ANY ATTEMPT TO COPY A MINDPLAY 
DISK MAY PERMANENTLY DAMAGE THE DISK AND VOID THE WARRANTY. 
(See reverse side to order a Back-Up copy of any MindPlay product.) | 


BACK-UP COPIES 


All MindPlay products are protected. ANY ATTEMPT TO COPY A 
MINDPLAY DISK MAY PERMANENTLY DAMAGE THE DISK AND 
VOID THE WARRANTY. 


The original consumer can obtain another back-up copy of a MindPlay product by 
sending $10.00 and the WARRANTY REGISTRATION to MindPlay, 100 Conifer 
Hill Drive, Bldg. 3, Suite 301, Danvers, MA 01923. This option must be 
exercised within 90 days of purchase. 


we | 7 
yt WARRANTY REGISTRATION 


NAME 
ADDRESS : 
CITY STATE | ZIP : 
PHONE#( _) DATE PURCHASED OR RECEIVED 
| WHERE 
MINDPLAY PRODUCT PURCHASED PURCHASED 
- COMPUTER OWNED: BRAND MODEL 
cast TEE eee) Sinn ea 
AGE OF PRINCIPAL MINDPLAY USERS ee 


0) ADVERTISEMENT CI CATALOGUE (1 WORD OF MOUTH 
HOW DID YOU LEARN ABOUT MINDPLAY? O STORE DISPLAY [MOTHER 


MindPlay 
100 Conifer Hill Drive 
Bldg. 3 Suite 301 
Danvers, MA 01923 
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